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Map 1. Sturnheim and Vicinity 
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Fighters Challenges a cow-on-one adventure; it 
wea wbtary PC (Player Character) some exper 
‘nce before placing hi in an exiting campaih 
“There ave reerences made fo PHBRI, which is 
The Complete Fighters Handiook, PHBRY is ot 





recesary forthe runing of this adventure, but i 
The advente tse or a 2nd: through th 
Jed warior PC, or won 
cleric fighter thie, et). cleric or thet may run 
through this adventore, bt a wizard i unlikely to 
‘When running Fighters Challenge, beep in mind 
‘that roleplaying sil important devpte thee be 
lng only one payer and tne DM, Roleplay each 
NFCs peronalty, expecially henchmen ae i 
volved Play up the felings ofthe PC Being on his 
Tally pve the player 4 break. With only one 
RG, the macgin for error i slim. the player 
having his PC do all he right thiegs and his ck 
stil bad, po easy obi Instead killing the PC 
Sn enemy may tabe the vanquished PC 
‘sample, with « pouty of exape later A 
Bang of trgance may be conte 
{nga Yew of the PCs things 


























Fighters’ Challenge Features 

This module deat aval campaign revolving 
around the village of Stub, Sturelm cov 
red inthe ist chapter, snc the village the lo 
Sal starting point and has the hooks and 
backeround for the main plot 

The second chapter deat with the areas between 
Srurmbeim and the ruined tower, the latter being 
the wetting for the main plot 

“Chapters thee through live cover the tower 
proper the underground aren, and miscellancus 
Features repecovely 

The Final chapter covers the subplots, none of 
which ate necemary forthe completion ol the main 
plot. but which may provide tems alles. and 
ls to make the rection ofthe main plot that 

















Sturmbeim i village that ha seen beter days Lo 
fated on an old rade rout, this village of 2.000 
people saw its fortunes decline when the route Fell 
Into dws 
"The change in Sturnbeim's fortunes came 40 
yearn ago. A lange merchant caravan which in 
ded 2 gold shipment composed of much of 
Sturmbeims money ints cargo, dnappeared. The 
old had been sent away for an investment. The 
UTsappearance occurred nthe road i the eastern 
‘clge ofthe Yoothlls. Outraged at this loss, many 
imerchant guilds of the surrounding larger cites 
Cllaborated and organized dillerent routes. by 
prasng the unfortunate village 
‘Determined to restore Starneim'y honor and 
reputation. 2 band of wight adventurers combed 
the hills looking tor traces of the caravan, Four 
‘members ofthe group died unpleasant death # 
the proceas, and te ether fout found mysterious 
stone wrord, but the masion was a tallre 
re by thei fale, ta ofthe sureivor eft 
town. One of these wan @ warrior named Kesot, 4 
‘man of evil dapoaition, He was convinced that the 
Mone sword had wome signdicance. bo be traveled 
‘widely seching hoes trom sages and Wbraries 
‘OF the two men who remained behind. one 
eventually went mad aed Hed town andthe ether. 
(rthet named Poot, hept the stone sword and be 
is own research into the nature ofthe sword 
i. uwever stayed in the Sturshetin vii. 
‘ears pane, and Kesot, now an old man. fi 
ally discovered the true rater of the sword. ts 
‘they toan old tomer haden i the hills place the 
Caravan attackers could have used fora lair. Kesor 
fralled that be had the answer to Sturnbedns 
Problem, but he alo knew be was too oid to etre 
to his son Vala. 
‘Valdar returned to Sturabwin and, alter per 
forming series of favors for the town. wo the 
oples. confidence and became Captain ofthe Mi 
Fa Uniortunately, Vakar alo struck deal with 
{group of brand who were barely scraping o> 
fiber an exatence vig on the eastern edge ofthe 
Fille According tothe deal the bigands would ac 
‘cept Valdar an teller ad earch for the tower 
‘ules. and in retern he woud pay them a stall 
fend: and make l easier forthe brigande to way 
Ly travelers Thebeigands began combing the 



























































wile Valdar secured his position in town and bept 
Sneye out lor Poot 

‘Recently. the brigand found the rains, but they 
could mot pain acess They need the wrod bey 
‘The rotiber sent 2 message to Valdar informing, 

When the PC enters Sturnbeim, the brigands are 
se the mid of attacking old Poot 

The villagers’ attude toward strangers depends 
cathe strangers’ actions. Visors who are reasond 
1 pote and spend gold ae treated courteously 
Strangers who act belligerent. arrogant. conde 

ving. and/or who sik Yor handouts, hapale 

wr esis. and make clear that they have no 
Incenton o pending mach money ae treated wl 
len, and may even have to suller a 10% 10 50% 
smorkug on poode and reves, 

















Personalities 

Stormbeio has is share of interesting people 
What follows are the statistics forthe NP 
Hhaly to be encountered inthe village 





‘ada AC 0; MV 12; F7 hp 30, THACO 14) #AT 
‘Dmg by weapon’ AL NE; Str 17, Dex 16 
Gon 18, 11 Wind, Cha 13; ML 18 
Equipment: Chain armor #1. shield +1, broad 
vd 92 vowlge *1, dagger * 1, potlon 











lee. daar, 
Nonweapon Profciencis. Tracking 9, Bindlight 
ing land bane ding 12, read wre 12 





Valdas the captain ofthe ita. A ura 
430 years be va tough lene. and appears tana 
ally Seve protecting th town. Hache 8 

‘ypah way. Naka gute a deh ie 
He w snpicios of all rangers, and uses Nis 
post captain to interrogate them and keep tabs 
thes whereabouts. Anyone mentioning te lost 
aravan inves very cue scrutiny, sully inthe 
vem of 3 pa of eitiamen tang the PC ata di 
eet dotance.Valda wants Stubs lost tea 
Toace he fet it, ell leave the village 














Kalidar Blesterwinds AC 10; MV 12; FO; hp 5) 





‘THACO20; #AT 1: Ding 1-4: ALNG: Ste Dex 
1, Com 10 nt 18, Wi 3, Cha 18 


Kalidar (the 54-year-old mayor of Sturn. 
andhe hasbeen noice for the past 10 years Hes 
‘weak willed, ally bullied and ansiowr to plea 
He remembers the los caravan disaster, and feels 
that I the treanute were found and. returned 
Stuemheim's fortunes would improve, He mil 3c 
and will gve the PC 
Tine, he will notify Valdar of the arrangement 
‘which will caune Valar each dtree 
the PC oer to fight the centaur the mayor 
will be reluctant to agree. It Vala catcher wind 
thatthe PC wabes to tight the centaurs he wil 
Sinport them, The mayor will bow to aldat The 
PC ll be paid 10 gp day 























AC 8: MV 12: Fa; hp20; THACD 19: #AT2 

‘Dmg 1-2 +204 by weapon: ALN: Str 17, Dex 
8: Con 15, Im & Win? Cha MLS. 

Weapon’ Protiencies; Punching specialisation 
‘lab 

Nonweapon Profiiencies: Fishing 6, endurance 15 

Equipment: Leather armor, pure W/10<p, 3 4p 











jarokd human male, het 
bully. Hi lace bears the scars of many brawl 
making hie rather ply. He makes small ving 
“tlig fish and spends the vest of hs ime at the 
Thiee Crowne drinking and cating trove Tort 
specialize in using hes tnt (PHIBRY. p75) He 
willing tbe hieed ax 4 benchman 1S pay 
though ony if the PC eats him im tig 














Rowamunds AC 4; MV 12; T2; bp 10; THACO 20 
TAT 1; Ding by weapon: ALNG: Str 9, Dex 18 
Gon 12, Int 12, Win 12. Che fo, ML 11 SA 
Backstab; PP 45%: OL 4. B/RT 20%, MIS 
31st, HS 25%, DN 10, CW 10 

Weapon Profiiences Dagger lng 

Noarreapon Proficieacins Appesing 12, cooking 

Equipment: Leather armor 
stones, thiews tools 











Rosamund is a pretty, 19-year-old maiden who 
is bored with her fown, She fs king for adven: 


tue and romance, and is ling to be hited a8 
scout read: thief for 4 g/day Shei bright, mis 
‘hievous, and frtatious 





(Corym: AC: MV 12: 0; hp 4; THACO 20: #AT 
1 Deby wrap: ALCO, Str, Dex, Con 7, 
Ine 9. Wa 5 Cha Ie: MLS. 

Nonereapon Prficiences Pottery 4 

Equipment Leather armor, langsword 





Corym is the stterly incompetent, but 0 
sgrourly handsome, son ofthe village potter, The 
So-year-ald man f trying to pass Nima ff an an 
‘adventurer. and will ak for 8 gp/day. He wal ie 
‘bout in experience claiming to be modestly 
succrfl adventurer (In fact, the last thing he 
ited was an angry bumblebee in hi bedroom) 
‘When danger das arrive, be wl got pices 








Tregar Matermouth: AC 3; MV 6; Fl: hp 14 
THACO 30, #AT 1. Dmg by weapon, AL LC 
‘Com 1 Tat 12" Wie 10, Cha 6 





n Proficiencien: Te 
roabow, battle axe, he 

Nosweapen Proficienies. Mountalnering, 
‘dorance 18, bunting © 

Equipment: Battle ate +1. plate armor, light 
Cromibow and 12 bots, horeman's mace, parse 


handed style, light 











Thepat is a young male dwart warrior wh 
ctaves action, He suppor heat inthe village a8 
‘Thuntr. Tregar will ue hall out fr gp day. 
tHe i extremely loyal unflchingly breve. and 
competent: His only drawback this tendency to 
Complain about everything 





Meta Jestvers: AC 2: MV 123: hp 15: THACO 
12 FAT I, Dang by weapon: AL'CG, SA CW 
60%, DN 40%. PP 3S. RL 10%, if bard 
Singing or reciting, +1 bonus 4 atack ros or 
maven, cf #2 bons 0 morale; singing counters 
ttiects of songs and poetry: 15% chance of den 
ting eonerel purpose Of any magical le 

tay memorize fee Ist level ML spl St 10, 

Dex 16. Con 14, int 16, Wis 9, Cha 17) ML 13, 

Weapon Proficencen Tworweapon syle special 






































ter, although he was not part of Poo’ party. Alle 
tows fs that the Four survivors refosed to bel 
what sort of beast attacked them even though 
they told the old mayor who has hn since de. 


Sereeths Alcoris (Werewolf: AC 1045): MV 
1115): HD 4¢3: hp 82: THACD 2015): #AT 1 
Ding 2-8; AL CE, SA Surprie: SD Hit only by 
iver or +1 or beter magical weapon: St 6 
Dex 12 Gon 12, It 10, Win 10. Cha 18 (Paren 
‘thetic stas are for her werewol Form. 

















Sereeth na pretty 24-year old woman who 
«quent the in looking foe heroes Her father fr 3. 
Sind Sereetha lures adventurers thereon the pre 
Aeros of needing someone to eacort bar to the oe 
tery in onder voit her “dear fathers rave Once 
Sheand the hapless adventurers arive a he ce 
tery. she reverts to werewoll form and jum her 
father in the feeding, Sereetha s demure and quiet, 
punting Yhe picture of the perfect damecl odie 








Mame Chipmunks This 70-year-old womans eal 
name Naght But the villagers pave her the nik 
rime due to her constant chattering. She enoy 
bareiog chon the iafseomsmoe soe, bling se 
10 pomp. She knows the towns back 

rnd thoroughly, and therefore god we 
d'news. She does not trust Seretha 























‘Average Milttamane AC 6 MV 12: Fl: bp 
THACO 20, #AT 1, Dmg by weapon. AL any 
ood; ML 

Weapon Proficiencies Short sword, partisan 
lob, dagger 


Equipment. Scale armor, short sword. partisan 
‘lub, dagger, bade of lice, while, re 
dap. 





Onluty militiamen travel in groupe of theee 
They act asthe villages defense ad police Force 
The elt le made ep of paryaimers who have 
ther occupations. Note that al of the NPCs ex 
ep the mayor and Serectha have to pu in tia 
‘ity. The whistle is 4 distress signal which weil 
summon an additional de militia in 134 rounds 
The militia are good, honest folks who would mcr 








act so sein that their villages survival would 
A late bbery would never put the town in 
seopardy! 





‘Average Brigande AC 5, MV 12; Fl: hp; THAC 
So FAT Ic Ding by weapon: ALINE: SA P 
Woe. HS 40%, MS 50%, ML IZ XP50 

Weapon Proticences. Punch specialization, dag 
We lah crombow, short word, 

equipment Studded leather armor, light crossbow 
and 24 quarrel, short sword. chub, dagger, 
prone w/ ide gp 








These brigands come fom the camp 4 the eas 
When they enter Sturnbeim. i Is waualy to infil 
trate of 10 get some orders tom Vala. During 





Sturnheim’s Details 
The road ladiag norihwen into Sturnheim 
called the Sturnbeion road. ta well-maintained, 
Geartysmarhed took paved with grant sabe, 
The mad cntinors norihent beyoe! Sturnhel, 
bet thin section has allen ito direpat.W has ee 
ily enamed the Forsaken Road 
wn i urrounded by a very old 104o0t 
tall werden stockade wall. The fe 
locked from dusk to daw, and are always guar 
tod by four miitiamen each, The wall theneves 
Se coated daly wth a ippery rea derived fmt 
1 local plant. For climbing purpose, the Wal Is 
Considered a Slippery, Very Smt surtce 




















1) The Sign ofthe Three Crowns. 
The comfortable inn has private rooms for § 
s/right Drisks are I op, meals are Sap. The cm 
‘Zon room the tavored pathering place for the 
Silage each of Storneins sted NPCs spend at 
Ieast some of their evening there everyday 
"Any ef the flor rumors cam be hear at the 
Three Crowes, Mama Chipmank and Helak are 
the mont key source of rumors 
1A tebe of centare dels to the south. They 
have tecome increasingly more belligerent in the 
"2 Old Post the last survivor of doomed ex: 
pecition ino the fll 40 years ago (Thue 














3, Poot'shouse ful of treasure collected during: 
this adventuring days Fale 

1" Carbuncle the armorer i imane, (False) 

5, Serectha fs a sweet fir who came to the vi 
lage lst year, apparently searching for lng lost 
Kinoth (Fa)| 

6, Valdar the militia leader isthe true power 

own. Old Blaserwind fs weab-wlled and cx 
rupt (Hall True-the mayor honest) 

7. A huge red dragon Wes in the mountains 
the east. (Fae died long a0) 

"Forty year ago. Sturn Fost most of its 

ontune to monstrou raiders twas rever found 
fand this came the village's decline (Toe 

"9, Stora wed to Bury ts dead tm a grave 
yard north of here. I ha allen into dase the 
[it 10 years. Nowadays, villages bulk funeral 
thoats and release them dawn the river (True 

10 Coryn the potters som Stora’ closest 
thing to am advertarer (Very Pale!) 

T. Mout strangers looking for adventure round 
these parts are never seen again. Troe They are 
‘ther eaten by Sereetha and he athe, o hey just 
teave town 

1 Forty year ago, one of old Poot compan 

ona went mad rode out of town Wearing 
plate armor, and was never seen again. Tre 
1a, Five yeats ago, 4 swordsman and vn 
































nb 
‘woman by the names of Ormod and Taramal came 
Tivo Sturnbein in hopes offing the treasure A 
‘ruc par, they Boasted that they would Lind the 


trove and give none to the city. They iff the 
fasten hill: and never returned. True 

3b" Same story. except that the couple 
sored to have found the trove and continued ent 
Fale 








2) Carbuncle Blusterbuckle's Armory. 

Thies the torn armoer/weaponseith. This 
fast-talking gnome wil mabe aut of armor to or 
‘der (ace PHBRI pp 42). For wate. alle has ready 
Sate two shields of each avaliable size. In the 
‘weapemnumithing area, he has a ood collection of 
Swords, daggers, spears, polearms. hammers. ax 
{S, and maces, Carbuncle wil alo train a tghter 
‘tho tread to go up an experience level. charging 
500 gp times the level tobe pane 





2 Miranda the Healer 

‘No-one Lnows exactly how 10 clamify Miranda 
People have speculated that she fs «witch, priest 
‘on hedge maar alchemit profewonal hea 
{© inrath, Miranda a baler whove ski in plant 
iter enables her to brew potions and mabe salves, 
‘Miranda sells herb. including gare bellador 
sa, and wolabane for 9p/2 ap/4 ep respectively 
in fac. Miranda makers wellsbare belladonna 
brew for caring Ieanthrapy. The brew cures Ty 
antheapy in vty who have been infected Trax 
ing 2s 24 hours. The potion has a 50% chance of 
ring the afte, the Brew fal wil ever 
‘work on tht parclar infection agai, In ther 
ae, the vitsm incapacitated Yor Id days. The 
ipew conte 10 gp done and only two maybe pu 
Chased by 4 PC in a weak ie 

"Ar any given time, er potion aock includes 
oar puters of ards psoon (3 op exch, four 
potion of tare deus (3 peach). Sx potions of 
TRinr healing (dt Wp, (gp ech) Let four po 
‘Soom per cuntomer mo more than to of one Kid, 
Her baling services com 2 gp per vit, 10 fot 
seiner 

‘Miranda is stubborn and hard to foo. Villagers 
trot er and het pottne, and the strong men 
the village mabe sre that noone ble or harms 


























Miranda; AC 10: MV 12: FO: hp 4: AL CG Stet 
‘Dex ?, Con 10, lt 18, Wis 18, Cha 9 

Nonweapom Profiiencies; Herbal 18, healing 
TE. brewing 18, cooking 18 


1 Berieyns AlLGoods. 

‘Ths sore stocks most ofthe nonweapon armor 
equipement found inthe Players Handbook, with 
‘Beenception of transport and animals, Is sold at 
[10% markup for strangers Foodsalts and spits 
bee ao avaliable 

‘Adationally, Bertryn has 4 brokendown 10x 
(ace DMC pe 36) which he anions 0 unload for 
SO gp (or he wil ire out for 5 sp'day) 

erty, 2 punchy, balding human male in his 
arly dm i ful of snaske-for advice, most of i 
‘elem. He cannot help but to interject sayin 
Conversation, Stl many ofthe wllage’s old men 
sr lary young sen congregate at the store and 




















swap tales and “Tact” that are outrageously inac 
Curate, Rumors found a the Three Crom In are 
ko found here, though with Farther embelish 








5) Vahdars Howse 

This howe fe guarded by twe fierce war dogs. 
Asura, Valder home freon misiaght to eight 
the morning, When he out, the dogs wand the 














house, and the front dor lelocked oc quality 
excellent, ser DMG py 30.4 10 Open Does 
tolls, "20 Open Locks rolls 





The following tems of interes can be found in 8 
ed chew under Valdar's bed 
Tourd, Poot has heyT. another parc 
1S beg. Avg pay 30 sp month. Cor 
{nna 10 month In ation, the chew 
1 potion of healing, a purse with 30 aquamarine: 
‘worth 30 pp each and 29 pp, 

The dogs, named Vayne and Artree are masts 
well trained by Valdat. They are hept a tle bu 
ry, and will enthusiastically tear into anyone who 
Enters the house unaccompanied by Vakdar, 




















War Dogs (2 AC 6, MV 12: HD 242: hp 1 
THACD 19: AAT 1; Dg 244; ALN; ML.12; XP 


@ Mayers Howe. 

The aicest trocture in Sturnheim, there i noth 
tng of teres here. The mayor can be found home 
Iron dak to dawe. 


7 Poor's Home, 

This rundown but comlortable house is a 
houseLeepers nightmare. The fail lock on the 
‘gealty m wretched. +6 40 Open Doo 
{8 Open Lacks rel), For every turn of searching, 
the PC has 2 50% chance offing one o the fa 
lewring. Once an em is found, cannot be found 

















re with 125 gp tin las reserves) 
of earth te lost W'S years a0) 
{2 crreled note South centaurs fren 
Stother scrawled net: “The hey i the sword, 
the sword the hey! South of Reraken Road! 
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moons 1. 
ae EEDERmeEsgns Bi 


wyoquims °@ deny 











‘+ an old piece of drawing paper, with many doo 
‘cs om Ht One corner shown big dragon at 
tacking eight figures, with senbled caption: 

We hit it bt did we bil 8 

‘= ar note written oo good parchment: “P- meet me 
fat the Od Alley tonight and bring the bey 

hhave ascertained #3 crgin and purpose, plas the 

cation ofthe lock. 

«battered great helm 

' painting of Poot and his vewen adventuring 

{riends 40 years ago. Valdae looks exactly like 

his father Kesor 











Mulia Headquarters Constabulary, 
This stone bulking the militia assembting 
point There ba large foyer for villagers to enter 














fey have militietelated busines. Two. maps 
tsdorm the wall; One of Sturmeio, and ene of the 
Surrounding aro, 





The building ts always manned by six eis 
met. There ia licked armory room holding 190, 
nk each weapon carried bythe tila, plan 50 sats 
are four al el for especially tough pes 
foners touch at unruly PCal~ plus « holding 
‘dimpeom which hits 24 

The village cenaus/ duty rstet/roll muster a 
bept in anna locked oie ned by Vahl. The 
tsrothing in the office that would incriniate hie, 
Consider all lock qualities tm the constabulary to 
tresuperior(~6 ta Open Doors tll = 4010 Open 

ocke roll) 














9 Stables very 
This building vel house a hore fo | wp per day 
Including reine and care 





The Key and the Tower 

The following section begins the main adven 
ture The int encounter happens s night 9 dak 
Ailey of Sturn, preferably alter the PC has had 
{chance to uth the inn Boned tex sto be 
‘ead to the payer 





Villainy at Night 


The night i chilly in Stormbrim, and very few 
people are on the stret. As you pest ale, 
Sou hear the sounds of sculling aod 2 gasping, 
fics for hep. Torning to the sound. You tt 
three dark shapes beating upon a fourth shape 
1 daar blade Hashes briefly 


Thre brigands are amshing Poot. The asst 
ants have ther backs tured 40 the PC, Ht the PC 
trehes to cal for the mia, they will riven 24 
‘unde. The brigandh are not wiling 10 ena 1 
‘combat, 0 thy wil attempt to knock out the PC 
Sod Mie should the PC intervene. The beigands 
ihove the stone sword, and wll excape over the 
stockade wall to where they have three mounts 
inden. and ride back to the brigand camp. 

‘Should the brigands make their escape mith the 
sword, they wil take it back tthe camp and walt 
fo Vidar, dir bow, who wl follow them a day 

I any of the brigands are captured, they wil 
tetas otal and Vaar wil take contd of them 
{fetesing them several houts later). One began 
hea note on him “Meet the old man in the Okd 
‘Alley, take hs key and hil hin, Leave town over 
the east wall, arrangements have been made, Go 
the te camp and wait for me. The Leader” The 
tte i in the same handwriting and paper asthe 
‘ote in Poot’ hou teling im 1 come tthe a 
ley The kde of the PC geting a brigar with the 
tte ina hase 0%, witha cumulative +109 bo 
hs foreach extra began captured 

Pout i dying. and no healing will help htm 
the PC checks on him, Poot will gasp out: "My 





























howe. papers, -Sword. in» bey, Foruken 
Rood theough hills. south at dragon. ortune. 
‘So tell Nal © then de 

Poot's House 


Tr the PC pees to Poots howe ater the murder, 
bewillfind t uch a carier described, except that 
2 pair ol brigade ae alo sorting through look 
ing for any more cocs the old man possibly had. 
‘The brieands wil clash brelly with the PC, trying 
thes bet to exape 








‘The Forsaken Road 
Therroad that leads northeast out of Stornhei sa 
sad, winding altar, overgrown with weed. Many 
‘ofthe stones use fo pave the road are ether gone 
‘or are humbled about ot odd angles. Encounters are 
rolled for once per hour, 





Mad Challenge 


[ About 75 yards up ahead, a mounved Va 
blocks the road. The figure i deesed in fall 
Field plate armor. including a shield and a ereat 
helm Eber the armor te orange-red of is 
covered tn fast, The wert hokde # lance 

ied skyward, wall altered bloe pennant 

Fring limply from the pons. 

The horse «bony old ag, appears weighted 
down by random slabs of rusted plate baring 


























’A voce of ebvious great ape tape "Halt 
passage on this road you seek. them due we 
rant til one is woah 

The bad port Sir Nycklon of Roch, a 70-year 
‘ld cavalier who has gone mad. Nychl one 
the eight adventurers who lated t lind he town’s 








treasure 40 years. At may be pursed, Nychon 
isthe party member oho wert tasnr ond ks the 
‘illage in aarace 
past 40 years, Nychlos hasbeen ving in 
the hill, Keeping hit alive by bunting the p 
till game and guarding the road. The brigands 
Know of his presence and can easly avoad he 
Valdar also knows of Nychior existence, but has 
nol made the connection 
‘Nycklos favorite campate les a quarter let 
the north. There, a small cave beside # stream 
serves as Nychlos’ home, The ares shown 
many cooking fires. The cave containe 2 tes 
lamp, cocking and 
wo short bows, 12a 


























Teyond the camp & an area of flat ground 60 
yardelong, 10 yards wide, Beet 
Tove wall ef pone. A 
rae archery target. 
Ta order forthe PC to pas, he most 
Nychlos. Ifthe PC has no horse, be may 
tiipate in an archer 




















PHBRI. pp 86-88 for detailed rules on justin 

‘Note that i not secesury to beat Nycklos 
nat fight ir. It the PC acted honorably, Nycklos 
‘il allow him by I the PC ts female, Nychlos wil 
Tete to fight and allow her to pass. the PC 
‘Samchow manages 10 beat Nycklon, he wil otfer 
Fisaervces ava ody, 

TRegardiew of the outcome, Nychios will oer 
the PC the hospitality of hs camp. PCs who con: 
tribute tothe fant with wine and/or ether food 
tll warmly welcomed 

‘Nychlon hat never stopped blaming hilt for 
falling to tnd the caravan Het obsessed with 
snaking amend, and he sees his ene as part of his 











wcstioned politely, he wil reveal 
the following. baby bt 
1 Whatever took the treasure from the caravan 40 
ears agn wn tiie nt amar 
Keser the warrior was tn evil man 
/Astone sword was found bythe party 40 yeare 
apo, but function was never anertained 
Ht the party mas wiped out by a ved 
Nychlon wre that they wounded but he has 
‘nahard peo The oll mayor made them weet 
not 40 dclone the presence ofthe dragon, 
{ear of caving the village to panic 
he fast 40 years 























Nychloniaa porchotic ia 
Sad chivalrous. I he goes along with the PC. he 
tnay prove more ef a drank than «be, 
‘Nychlos s bawed on the cavalier fighter Ai in 
MBE, pp 2224 


Nychlow: ACO; MV 6:8; hp 70; THACO, 13; 4AT 
2: Dang by weapon: AL LG. SA lmmune ter, 
tahaw +1 to hit with tongsvoe 

fo ht with horseman mace, +4 mt 

saves. sindatfeting map Ste 10, Dex 7 

Cowl int 14, Wis 14 Cha, ML 

zpon P Langsword specaliza 

medium lance. horseman mace, dagge, short 

bow, broadsweed 























Tt 










From Village To Tower 





fire bulking 13, weather sense 13, heraldry 1 
fishing 13, mascal instrument. Hate 6 

Equipment. Full pate armor and shield. great 
icim, longstond +10'*3 ts enchanted oF 
ell using creatures, reso lance, broken 
‘Town old medium wathorwe 





The Signpost 


Th hls ahead seem tobe geting progressively 
smaller, aetching eastward int a rolling pas 
‘One hundred yards ahead le 4 curious rock 





‘A.PC cloning distance 1 00 feet and making an 
Inieligence of Wisdom cll whichever fs higher 
can see that the formation vaguely tesembles 4 
large dragon its head pointing south, The hor 
tom isa mere 5 fet Irom the northside ofthe road 

‘When the PC pasts within 10 tet ofthe arma 
tion, he hears a growling. gurgling mote coming 
Irom behind the rocks. Sho the PC investigate 
‘ead the following to the player 











‘chin the rocks isa muscular, stocky an with 
shor, britly black ha can na iy trie 
ineatng» squire. Several cher squire ede 

hi fe. A beaut gol recHlace spares 
tribtly around Nc neck. The ma lk a ye 
wih eral ral eyes ae sorts, catching hi al 
‘eaten squire protectively to. hin brent, and 
‘Crouching ina teow manne. 2 fread pn, 








‘The ‘man”is a wereboar by the name of Ahene 
Helene to the area Ahrne wil not attach wales 
the IC tries to take Arne squirrel or gold neck 
lace away the PC ees food, Akrne snatches 
iredily without thanks she BC ofters wine, be 
fhe Akene aa trend for ie 

‘Abene wl alloys the PC to view the necklace 
tout he wil not take i off and he will be ready to 
slash tthe PCat the fists of tickery the PC 
‘one of his hirelings has the Appraisal protien 
cy hewil find out that the necklaces vale 2.090 
fg. There 2 gold medallion oo the necklace 
‘hich reads "Sterne Caravan Company” and 
dated do years ape 

WAhrne asked about how or where he pt the 
necklace, he will ty that he fod several days 


























si, “near 4 stone man with empty hands” He will 
SC the PC to the location provided the PC feed 
bw theee salsa day. supp hr with 2 weap 
fon and gives him 2 chave of any further loot 
ound” Tatcrogation i always. an option, but 
‘Ahrne cant pve apie ineractions of te ions, 
ying T know the path when Use i 

‘Sirappeden Ahr s tack round stone disk 2 
fect in ammeter. This his armor, a0 he says, and 
1 found itclow by the nechlace, However. he will 
trot volunteer the information unbidden, It 4 
Stone shield. sed in conjunction withthe stone 
‘ror us open the tower done 

"Abe fe rade, course. cgusting, and greedy 
‘On the other hand. he keows the area and is ely 
fevprened by welkeade armor and weapons. At 
{ong ara PC doesnot taut or abuse Ahee and 
eps hi ted andor supplied with wine, the PC 
than staunch aly 

















Ahan the Werebuun AC 4 MV 18, HD $62; p22 
THACO 1S #AT I: Dy 2-12; ALN; SD: Silver 
(oF 1 or beter weapon to it; ML13; XP 680. 


The Door 


all of your traveling through the rough 
2 tally come upon a peat stone Goot 
‘se eapecilly cramay’ hillside. Loose 
frocks and rue are sewn about the ground 
und the door ‘A iesued statue of a at 
sored man isto the right of the door, with is 
Tack set against the hillside wall, The stators 
febt arm ts praised over ts head, ts right 
ramping empty ai The statuette 
Iited toe eyeleve withthe lt forearm held 
‘out ast bore an vee eld 




















The door has ne heyhole, no handle, The stone 
that Poot found ages ago most be ited 
Theright hand, ada some shield mast be Fite 
the ett forearm. Ne amount of lokpiching, Open 
Door ral or masic wll open the door. The stone 

eye are med 

TT the PC mied the stone shield and the DM 
wishes to be mere, he may allow a resourceful 
PC to place a normal shield on the statues elt arm 
land et that work The some sword, however, i 
Staoltely meena! 
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resting place of the lst 
wvan teapare. Forty-five Years age. female 
red dragon brought together unlikely band of 
Tobbers which conated of wing mater: ha 
ples, wyverns. manticores, ae. grifons, They 
{would woop down on travelers ef the ‘ld 
‘Sturnfelm Road (before it became kaw av the 
Forsaken Road, Mit ther bochly tne the air anc 
{ly ff to the abandoned tower inthe rough ble 

’As 4 rule, the robbers were careful not to take 
to much, so as not fo scare sway potential trav 














ters Even atthe scene of the robberies, the area 
ed clean of any traces ofa strugge, and 





‘A colony of wereraty, attraced by the ren 
‘astolls. settled owen dietly under the tower 
They were happy te ve uff the owners Rotsam 
and they dl an excellent oof no being dace 
Forty years ago, When the huge caravan depen 
ce from Sturnhem and the red Grapon seid 3 
‘hat gold, she Rnew she could not pane ep 
Despite local gonap and speculation, the care: 
vans Ruards gave a pretty fair account of them: 
ves, saying moat Of The pangs manticores and 
When Poot expedition came tothe mountains 
searching for the lst caravan, they #00 fave 2 
account of themelves, better than anyone in 
Srurneim pues. When the 
ihe eed dragon remained an 
she was morally wounde 






































tutes that remained were 1 
ot thee 





‘tinged bers lt ba 
With no strong la wing cou 
‘ot maich the dragons sucess. and tach species 
Arie away fom the other and lived 








Gaining Entry 
‘Once the “keys are fitted onto the statue, read 
the following to the player 








With the sound of rating stone, the wast door 
slides open to reveal song tunel heading deep 
Ingo the beat ofthe hl 


the PC enters, continue by reading the fellow 
ing tothe player 


TW apparen from the mont caval obervation 
that thie tonne! has not been sed in yea. 
‘own weed and rots crack through the ack 
and cobwebs hang from the ceiling, Your fot 
Steps echo loudly down the tunnel announcing, 
Your aval whether you tke to not. 

The wall ate decorated with faded paint 
cf various wing Yorme atacking human tray 
tere A huge ted dragon figures prominently in 
thew paintings an does a tower stim a soa 
Walley’ The drawings ae rather ere, with very 

‘At the ead ofthe tunnel stands a pores. | 


























The portculss rusted shat, with mo keys orf 
vers handy. A Baral Bars Gaes rll wil be 
th abundance of rocks ant rubble be 





serie peti ee at mach 1 ee 
The Courtyard 
Making your way around the rubble, you rea: 





that You are standing at the bottom of 4 
bowtdhapn depesson, with crag bills om al 
sides Inthe center ofthis aren, the shattered 
Uachenad emaine of ste lower stand before 
you Kung bythe amount of rable at its ba: | 
et warcnce very tall Now, llthat maine | 
Fethaps one sory worth of building, appears | 
fame 

ae most likely source othe flames es be 
sd the rons hupe rel dean, stretched out 




















What the PC doesnot know i that the dragon i 
jst the died carcane of one ofthe peat beats 
or the destriction of 
hal of Poot’ party aod the runing ofthe caravan, 
Whee Fouts party fought i one adventurer got 
Tacky shot af the beast and delivered mortal 
wwound whch caused complications several weeks 
Sterling the beast, 
The great dragon has been reduced to hollow 
corpe that hasbeen temarhably well preserved by 
3 prove of fermlaine that we the carcems au 3c 
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‘ondary lait The tai and hi quarter ofthe dea 
‘on, av well ax mont ofits inides, have ben eaten 
way, although this is not immediately obviows 
‘doe tothe cower provided by the robb. A pack of 
fant ras, alles the ermlaime, abo dowel i the 

The carcass has a onefootwide hale which 
teas to the ermiaine’s underground mais aie 

Wits night ad the PCs wandering this cea 
cither alone or with only ne ally. the kermlaine 
willswarm out of the dragon's mouth and attack 
Preferably while the intruders backs are tenes. A 
purty the or more adventurers will be too 
Inuch for the comardy creatures to handle, How 
‘ver they wil allow the intruders and wait fr an 
‘opportunity to atack. 

’R search through the rocks and rubble reveals 
‘one of the following per searcher: per turn 
Stbrching, Each item can be found only once 
oA ruty shield #1 
© A batter bastard yword frout brand 
+ Arotling lather pure with four 100 emer 

alde 
+ rotting purse with 9 pp 
2 AS ap alver ingot 





























© Apold brooch with 3 mounted ruby (a brooch 
of shielding) 
© Aring of wleandry (tt level spe) 


2 A diver battoase #2 
tan 
‘mack of Sta 
«Avery ld human skull, racked open by some 
‘hing beously very big 








[DMs should allow the items most usta 
PC tobe found fist 

The rest ofthe area has numerous animal hones 
strewn about 

‘When attacking, the jrmlaine will prima 











thelr blackjacks in an atte to puma het vic 
tim into unconsciousness. DMs should wie the 





rules for bypassing armor and sapping from 
PHRI pp €3 and 72 respectively the jrmlane 
‘eleat the PC they wil strip hin. te hin up, and 
leave him fo the mercy of wandering beasts. 

The jeilaine were atraced to this area by the 
numberof rats and wererats dwelling here. The 
Tine midges do not know where the deapon kept 








Jermlaine (12% AC7: MV 15; HD 3 hp: THACD20; 
AT I, Dig 1-2 oF 1-4; LNE; SD Detect invis: 
‘Ne alenly moving creatures 50%, 75% unde 
tectable # batened or watched for, Makes al 
Sven a8 4 HD creatures; ML 12; XP 15 


The rats del the carcass and ae allied with 
the jermlaine “They wil attack cy I the jem 
lame do, t's PC or aly cam speak with animals, 
the rats will fell him that more guant ats live 
round bere but thowe belong to the man-rats who 
ive underground 








Giant Rats (48 AC 7: MV 12: Sw 6) HD 2 bp 
THACO 39, #AT 1) De 13h; AL NE; SA Dos 
cease: ML?: XP 1. 


‘The Ruined Tower 
anyone takes a cose look at the tower’ con 
struction, and ether makes a Stoneworking prot 
Gemcy chech- or a dwar or gnome and mates 3 
\Witdan or intelligence che. they wil notice that 
the tower appears to have been set rather haphaa 
tnily on this plot of round. almost av 1 had 
ian slammed ito the arth by 4 large han 
That infact happened ra tha the edd 
ln thelnt days of ie ruined mach of the Lowe, 
the ited upand pot ase the ntact remain, The 
teagan then dug deep hole for its treasure 
fpoured the foot into the hale. then replaced the 
mer atop slamming i down asthe Last of ts 
siren bed away, Untortenately, the dragon 
“Sopp the eave ight fot the mereras 























~ 





The odor of etal assis your nove as you ap- 
proach the open door tothe tower, the door 
Eating been blasted ots hinges ong ago. Ra 
thing noises lke the wings of pion, echo 
from the dack poeta 


A pair of harps lives in the ruined tower. The 
tow ering. not visible rom the tse, pat 
ay collapar.pving the harpes am aerial escape 
atch. The flor is covered in ith sx inches deep 

The two harps ae ster. afping of the rob 
ber garg harps. They sil remember those days, 
ddd sinehow wterrogated they wil ra about 
their parents succes 














“The harpes dd not wat to stayin this te val 
ley, but every time they atempeed to fly out 2 
nearby wyvern chased them in hopes of auch 
teal, Now, the sisters ae trapped here. living oft 
“mall jame and the cecasional reckles jermiaine 









1 
this area four times each day. ad Four times 
‘cach night, but the harpies are too cowardly t 
take a chance 

the harpies manage to chaem the PC rather 
‘han eating it, they will send the PC of to kl 
the wyvern di trying. The ony teanur to be 
Found le'3 handful (20) of wold coin with the 
Sturmhelm mint mark on ther all dated at last 
years ago. The harpies Keep the cone nam old 
Battered lan 

The only entrance tothe lower area is covered 
In the harpie tth For the benefit of demihurnan 
PCs, this entrance can be treated as 3 concealed 
‘doce, stonework pit. oF unsafe Noor. Wall ene 
fails, an Intelligence oe Wom check will reveal 
the pontoon 














Harpies (2 AC 7; MV 6, FL1SC): HD 7, hp 28 
THACO 13, #AT 3: Dmg 1-3/1-3/14, AL CE 
SSA Singin and charm, M13, XP 1-400. 


The Pit 


[ Beneath scoops of ith then lange, ith covered 
toch lien pit a8 wide as a ol igh Bap 
pears that someone oF soanethng hat been st 
‘work smoothing out the pt sidex Drops of ds 
inning ore that fall nt the pt travel ute 
Fong while before making a splat” none 





The 
Aipery and R 
"vs cbing rate. 

Tivenly fect down the pit is 2 foot high tunnel 
branching out, This isthe ermlaine tunnel, which 
leads to thet lat, APC making lt of noise while 
climbing thammering in pits, ec) wil tract 
the ermlaine' attention. who wil cot the PCs 
ropes, or attempt to make the PC le his grip on 
the wall 

The bottom ofthe pit s moist earth covered is 


it 90 fet deep and 5 feet wide: for pur 
ibn. the wrlace condition e Sightly 
ih 25 penalty to Clin Walls 














‘dur. An Intelligence check will reveal that there 
Ss more ith here than can be accounted for by on 
Iy the harpies overhead. Lying just afew inches un 
dr the surtace i an otyuph The beast lives here, 
having an arrangement with the colony of were 
fats which live down here, The wereras use ths 
place as thet waste disposal A S-foot-high tunnel 
Eads into the subterranean areas that mat the 


Oryughs AC 3, MV 6: HD 6: hp 36; #AT 3; Dmg 
‘SA Grab, disease; SD Never 
ry 





The only acceso this ar, shor of sinking one 
seth horus that branches ott the 
pt onder the hares law The tune twit and urns 
{or 300 fet uth end at sete of Your small 
iech-hagh tunnel. This the bro the fer 
Wine lar 

Ts PC actually manages to get int the tunnels, 
‘the lar han 12 ferlaine plus however many were 
dle to escape tom the encounter inthe dead drag 

The rnlaine teas 10sp, a black 
eatl worth $00 gp, a potion of longevity, ana 











Fermlaine (12+), AC7, MV 18; HD 3 hp THACO 

20: #AT I: Dong 1-2 oF 1-4; ALINE: SD Detect 

le lstened watched for, makes 
ture MUTE XP 18, 
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Wererat Lair 
“There are 18 wererats dwelling in this Ii. They 
have packed away the drapon's treasure fr their 
town benelt. Recently, team of doerpar broke 
to'the tunnel, These evil dwarves learned abo 
the treasure and are now inthe process ot slowly 
taking aver the wererat dens 
The only reason thatthe wererats have not since 
mn away trom the porertel dwarves the prs 
fence ofthe re dragon's heat. which the wererts 
temoved and placed in a ypcial chamber an ano 
fect of worshp, Pethape the cave Is responable 
Fethape the wereats faith fe but. whatever the 
Favor, the heart now magical tt oe the 
trereats with bravery and eens of ivinibaty 
The only thing the wererats ed now ts bred 
ing sock, DMs can decide font owt tar to pursue 
thie in thee yates The wereras may atempe 0 
‘Capture the PC and his allie for mating purposes. 
The two Baricade closing off area € the com 
lex that the duerpat have taken over are made up 
‘love stone and rubble and are svay> garde 
bby two wererat a two gin rat. uergar a 
tempt to break through, the wererats sound af 
dam. a very. datincive, high pitched squeal. 
There va 10% chance per hour of a duerea rai 
"Al ofthe wererals carry short swords and da 






































1) Rat Dens 

Each of these rough chambers has 12 
rate and 4 strong stench, When a nomwererat es 
ters, they chater loudly a8 a warning 


Rats 12k AC7; MY 15: HD 1 hp, THACO 20: AT 
1 Dmg ty ALN SA disease ML. XP 





2) Communal Area 


This rough chambers litered with bones of 
smal animals and humans. Thete ae skalls ao 
Tinger bones dangling from the een 38 i 
secoration 











This isthe communal area ofthe wererats. The 
bones are of duergar origin. as thst where most 
ofthe pack eat, There fea 60% chance of encoun 
tering 13 wererat, and an additional 4% chance 
‘of encountering 18 lant rats i this chamber 


Wererate AC 6; MV 12, HD 31; hp 15; THACO 
Ty, #AT-L. Ding by weapon ALLE, SA Sur 
prse. SD Hit only by allver or +1 oF better 
weapons: ML 12. XP 270 

Giant Rate AC7: MV 12. $0 HD 











p:THACO 





20. #AT 1- Dog 1-3, ALINE, SA Disemse; M7; 
xP 
3A) Sleping Arca 


This room appears tbe a sleeping area. The 
stench of tate particularly bad here. The 
‘hamber flor te covered in Fithy raps, which 
Ste obviously used as bedding The door of the 
oom i rather cd, objects that Took #0 be of 
‘ale are placed around the room i a haphas 
Tal Tachion. Thee rat tok roue themaeves 
Sd face you, chattering angry 

















All ofthe bedding is made wp 
tapestien. hand other rate co 
teed beyond salvaging, Other 

tre acachea vase ormer valu 5,000 gp, «pew 
ter buckle (500g four dented olden poblet (50 
fo eo), and a tepca of Sturbeions offical seal 
made of gold and decorated with aquamarines 


once-beauul 
he which ae 

















Wererate Ok AC 6: MV 12) HD 341 hp 15 
TTHACO17; AAT 1: Deng by weapon, ALLE: SA 
Surprise, SD Hit only by sve or +1 o¢ better 
weapons: ML 12 XP 270. 





38) Sleeping Area 


This chamber is wed as a seping area, at evi 
enced by the waded mavien of bedding Seat 
tered abou! the oor, A canopy propped up by 
Facesege teem opal 





Lange wererate sh angrily advance at you 


This sleeping area e much the same as 3A, with 
the following exceptions. The canopy iv sheet of 
smallness. The ro alo has. a chessboard made 
ivory and obsdian ($00 gp). broken bronze 
Llp. lve colder (150 gp) and one velvet lined 
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The Underground Complex 








xtra healing, one jar of Keoghtoms Ofntment 
nda scroll of protection from wadea 

‘Under the carpet lesa trap door. This door gives 
accen 10 what femaine of the treauie ofthe lost 
Caravan. The treasure consists of 25,752 gp. 
{21997 yp, 12 diamonds worth 1,000 gp each a 
Sack of $0 pearls worth 50 peach, and 18 bots 
‘of expensive, SO-year-old brandy (each bot 
worth 200 








Ounod: AC 1; MV 12; HD 5; hp 35; THACO 16; 
TAT 1; Dr by weapon: ALLE, SA Surprise 
SD Hit only by sliver or #1 or beter weapons 
Str 16, Dex 1, Com 15, Int 13, Whe 13 Cha 12 
ML 16, XP 1,600. 

Weapon Profciencies: Two Weapon Style, foi 
‘lett, kong sword, main gauche 

Equipment: luther armor #2. fol $2. stiletto 
"eT, boots of striding and springing. purse w 
75. 


Taramaks AC 2; MV 12: HD 5: bp 36: THACD 16 
VAT 1, Dg by weapon: AL LE: SA Surprise 
SD Hit only by sliver or #1 ot beter weapons 
Sie 15, Dex 18, Con 15, Int 11, Win 12 Cha 15, 
ML'16, XP 1,000 

Weapon Profciencies: Crombow speciai 
Ihatard sword, hand axe dager. 

Equipment. Leather armor, light crossbow of 
ee 1, Te bolts P14 hots +2. bastard 
Sword, dager of venom, rng of protection + 
oak of protection *, pure w/ 58 pp. 2 ro 
bes (500 ea) 

















9) Poot Cavern 


This huge chamber is a cave formation taken up 
mostly by a huge pool of water. The walls and 
are rough stone; and the ground i sand. 





‘shore tothe far southern end ofthe 
1 pur of carved stone star ead wp 
‘penines 





“This cave chambers the wererats source of wt 
tet, ana the occasional ferah wate Hn 9 soppl 
tment thei diet. 

From the shore the poots bottom slopes gxaity 
for about 2 fet then plunges down 40 fet. The 


seater. which comes rom an underground crack, i 
Sool and fresh 

"At the bottom of the poo! fies a water naga 
named Rajersha, She act as an adviser to the 
‘rererat community and i held im awe by the 
(Sererats asa orale 

TRajesha has 2 preat amount of curiosity, and 
would much rather talk a interesting people than 
Tat them 

Thee ae thre things that a PC may ak of Ra 
Jeesha The PC may ask Rajeesha to let the PC pass 
Scrmoleted. atempt to turn Rajesha against the 
swererats. or canine Kajesha to oin the PC a 4 
Renchman, Each attempt requires a rol on te Eo 
counter Reaction table A Friendly result allows 
the PC to pave, or tars Rajeesha against the were 
fats, of makes her Join the NC. Any Hoste result 
mabe her attack the PC immediately. 

“Attempts at either asking Rajesh (ol the PC 
pam orto have her fin the PC. are rolled om the 
Frendly column at a +1 penalty An attr to 
imate her turm actively against the wereats 
‘alle on the Indiferent column at +3 penalty. 

Rajesh has «Lair atthe bottom of the poo! 
containing 20 peace worth 30 xp each, a potion of 

water breathing. potion of fire venience, and 8 


iets $a it roted and dented 














Rajesha the Water Naga: ACS) MV9, Sw 18: HD 
hp 40. THACD 13; #AT 1; Ding 1-4: AL Ni 
‘SA Spell abilities asa Sth-evel wizard: ML 1 
XP 3000 


10 Heart Chamber 


The ete chamber ablae ina fery red ight 
which emanates from a shy heart fet ind 
Trncer The heart rests atop an eblong marble 
{Ish Sarrouoding the ear are mall earved Fi 
‘aren Even the al seems to be charged with en 
ray and. eventhough the heart does not move 
n heats heartbeat pounding in your head 

















‘Geno and the rest of the wererats da very, 
very stupid thing. The slab is not an altar, but a 
rcophapan belongs to an archmage who orig 
lly dwelled in the tower above. This bural 
mde the only subterranean room ofthe tow 
‘erwbich has survived the ravages of ime 








The Underground Complex 








The archmage sought lich, but the formal 
‘work ax expected. nates. the wizards 
ollapsed into dst, while his be force and 
some other od magic stayed i the vicinity 
“The two most proound eects of he attempt are 
the unarual preservation ofthe red dragon Corper 
at the base of the tower and the enchantment and 
preservation of the dragons hear resting atop the 
Tomb, A lemer effect has been the extremely ow 
transderence of the wards the nea. 
ft dead body of sipiticant size namely the ed 














Sragon 
’As for the heart, alchemists are always on the 
lockout for dragon parts, expecially brains and 





hearts I the PC decides to beep 9 all arto the 
rage for hist treat ax an amulet which pr 
tects the wearer to fur api for ome yea alter 
‘which it tots and dinitrate 

The ligures around the heat are 32 chews pieces 
made ol ebony and Wory, worth total of 0 Kp 
They were paced there for decorative purposes 
only and have no magical properties 

‘PCs who hist wish to dewtoy the heat ca de 
so, No benefits are gained, and the wererats wil 
Tone their nerve. allowing the duerpat to easily 

rran the lycanshropes within 24 82412 hour 
The ext rom the wereraty secret escape tne 
a cleverly hidden with toose boulders and eter 
Such debts. A well hidden tai snakes down to the 
tea where the large Taneltheough the hls en 


The Duergar Sector 

The invading duergar have tahen over about a 
Ath ofthe wererats complex. Urlice the wera 
the dueryar enthusiaially patrol the cormtors 
they have captured. Patrols ae encountered cn a1 
Zon Ide; checks are made every round spent tthe 
corridors, A typical duergar patrol comnts of two 
‘Suergar on seeders. The duetgat ate ferocious and 
‘sill stack outright anything that not 2 dura 
onaluergatatempling to easter unt ake 
2 Land- base ding check at ~4 penalty 


Ducepar 2 ACA: MV6; HD2 +4 hp Lt: THACO 
Te FAT 1; Ding by weapon: ALLE: SA Oppe- 
rents get a2 penalty om surprise, dueepar pet 
342 bonus on surpene: SD +4 bons on aves 
‘s: magi, immune 1 paralysis and phantasn 























asons and poisons: MI. 13: XP 680 
Equipment” Chaim armor and shield, light cron 
Toow and 24 bos, pick 


Stender (2 AC 4: MV 12; HD 4; p24; THACO7 
PAT 1, Dig. 1-8, AL Ni SA Feet ick owt 
SO chance requires 2 sucrefulaltac but vc 
im trated ae AC 10 minus Dex ara mapa 
thorns SD Leaps ML MP 120 





7 Duergat Assembly Area 


The chamber is diy ht with phosphorescent 
fargo. The ar smels of mod and ir. mingled 
‘with he srt of odes an theo of weap. 
number o small dieart zed shapes rine up 
te face you, weapons gleaming nthe low light 





This chamber is anol os staging area forthe 
duergr ands guard post for beeping an eye onthe 
‘slaves in the chamber beyond. Four doer ate 

‘esis the doergar there ar eight short stools 
«crude low Ube, several plichery of le mad 
trom fang, and plates of eat whowe origi 5 
eat not speculated about 








Doerpar (3h AC 4 MV, HD24+4:hp 14 THACO 
TS FAT 1: Dig by weapon: AL LE: SA Oppo 
tents peta =2 penalty cm surprie, deraat et 
2°53 bonus on surprne SD 44 bon oh saves 
‘es. maps. tment paralysis and phantasm 
Thane and pessone. SM. 18 XP 680 

Equipment: Chasm armor and shield, light crow 
bow and 3 belts ich 








Dverpar Captain th AC 2) MV 6: HD 446 (Ft) 
Thre, THACD 16; #AT 1; Dmg by weapon: A 
LE. 5A Opponents get 4 —2 penalty on uit 
‘ae. duengar get'8 +2 bonus Go surprise; SD 
‘tone on saves v. magi, immune to paral 
yum and phastann’ asians and poten; MI 
Te xPeso 

Equipment Plate armor and shield hammer short 
ord. brooch of shaking 














The Underground Complex 





Stave P 








The stink of unwashed bodies asa 
andthe sound of rotlingchaine and proane fl 
Your ears. THuddled in the dim toechight ae 
three humanoid forme, chained tothe rough ca 
vers wal 





This chamber is ued by the duergar to keep the 
slives they require te clean up debi and remove 
Tockalkdr. The lave are relatively good chop 
Xince they arrived here a mere two weeks aps 

"Cheery a halling thet who wan caught sia 
ing by the duergar. Cheery enjoys the pood ie. 
bout cannot bear fo work, thus be forms 




















wl pot want tabe a PC hen 
sly Wimelf withthe PC und 

















ra ia female drow warrior, stunningly 
i, proud and soot, she wall nevertheles 
Sly hers uh the PC in onder to score ber tee 
She will even give her word that she wile 3 
ai ally tor as long as the duergar threat 
vent inthe complen- Quata is pragmatic wrt 
CChertadoc Cheer) Banyfingers: AC 6: MV 0-4 
yp 18; THACO 10 FATT Ding by weapon: Al 
CG. PPss%. OL ar, PRT AS. Moa 


15384, DN 35%, CW78%, RI. 20%, SA 
pre bechstab double demape Str & Dex 
Gon 1s, Int 14, Wis 7. Cha 12 ML 








Nonreapon Profiiencies" Apprasing 18, cooking 

rook the Goblins AC 10, MV ¢: HD ts bp 
THACD 20: #AT 1. Dmg by weapons ALLE 
ML Io. xP 1S 


Quaeea Zolomds AC 8; MV 12; HD 3 (3); bp 28 
"THACO 18; #AT 1: Dig by weapon: AL CE 
sb 














 Areeal Chamber 


artis with the odor of 
dwarves ad animals. There are several short 
incon shapes in the chamber 


There i steady 
this chamber. I 


‘Once the PCs make an attempt 4 
chamber. Continue reading tothe play: 


Inside the chamber the half-dozen ducrpar spot 

you grab ther weapons, and charge you, yell 

Ing loudly A group of lage opiders lay athered 
pte wal 























ofthe wererat complex 
doergar broke through. The. Gath 

thing of vale ont a FW 

The four spiders are teers, and will not be 
arto the mele agate the PC wniese» duergar 














Deerpar tk ACA: MV6: HD2 +4: hp 14: THACO 
fe FAT 1, Ding by weapon, ALLE, SA Op 
ents pet a ~2 penal on surprise, dergar yet 
mac. mene to paralysis and phantasn 
Thaors and poisons, RIL 13, XP 050, 

Steedem 2 AC 4 MV 12 HDDS p24 THACO 17 
VAT 1, Dig 3, ALN; SA Ft sick to vitim 

uoce-rgures a wucrstl attach but vi 
tim i treated ar AC 10 minus Dex and mapcal 

thonanew SD Leap, ML XP 12 














10 The Tanne! 


The tunnel i gic, save for an occasional fait 
‘nk and wet socks and sol hangs i the at 





The duergat,iitated by the lack of a decisive 
wictory agate the wererah Rave capued anu 
Ter halk and chained tothe tunnel floor They 








7) 


The Underground Complex 















hope to we again the were 
they keep iti the tunnel 0 
about staring ito lt eyes and ouch 
Untortunately. the 
ated thin ereatun 
















70,000 gp. 


Chie, AC 2: MY 6, 


the tunnel floor Once # 
the bal wall tack 





Umber Hah: AC 2: M 
THACD 11, #AT 3: Dg St 
SA Confusion: ML 13. XP 4.000 





9 Commander 


ibeardin rg on the hoe, and many decora 
cas om the walls. A single lantern wth a red 
n How roughont the reer 









aglow supplemented by a brave led with hot 





tal foe warmth 








Comfort the 
This is the duernae 

PC enters, Grekat 

‘whistle that he beep 

Brings 186 duergar soldiers in 144+ I round The 
sper also laps up and attacks the intrude 

i the chief interrogated. al he wl ay fs that 











a 








When the PC emernes from the wererat lait the 
isbut one final obstacle. The spirit ofthe archeape 
has taken over the remains ofthe red dragon. and 
‘eit angry. The lat few milonnaa were an were 
trimutes tothe mage the ast thing be remembers 
Fis original dying breath, Now, he awakens, lly 
sentient, expecting 10 be a ich, and instead he 
trapped inthe body of hall-eaten rd drapes, 

‘When the PC passes by the ony. read the fl 
loving tthe player 











"A loud scraping noise comes rom behind you, 
as Ha huge Bulk was being dragged along the 
round 


Give the PC a chance rhino rea 


tothe player 








fully cracking open 
love voice exclaims, "W worked 
live!” The triumphant t 
abrupt halt asthe dragon 
‘law ad 
tthe draconian facia features te aw drops 
‘pen in what you would swear was amarement 
"Abrupt, the drayon tures around and looks 
down the fength oft ody, all of rbich ie 
tong pone. Am unholy howl comes 
Thos cannot be! Te was 























Unfortunately for is dragee 
form has no breath weapon, no spells, and no spe 
ial abies of ary Kind. The archmage does 
how this, and wil certainly waste the frat thew 
rounds trying to breathe ie or east spel 
There fv 40% kein each for Oe jer 





or the rats 
“Technically, this de 
wiven un 

wright. If the de 
Tallowing 1 the player 


tbe il inthe body when ania 


ombie, 8 corpe 





= destroyed. read the 








1s the great beast collapses into a heap of rw 
‘Sedlesh and bones aver mist boils up roe 
the remain. Slowly, the mis takes the form 
bn Ld man in robes, holding an elaborately | 
‘level stall “You!” he bellows, his ace twisted 
rage. “You ruined ny chances of chow! 
Why? I do not even knew yout” Suddenly his 

(ce gore ands form (aes. la few heat. 
‘eats. the appantion i gone 

















UE the PC was farsighted enough to destroy the 
beady when he fin came upon Mths encounter 
‘does nat happen, but the PC pets 3 





Dead Dragor: AC ~3; MV 3; HD 13: hp 42 
THACO 10: #AT 3, Dmg 1510/10/10; AL 
CE ML is: XP 5.00. 


Wyvern Watches 

ated ost 1.000 Yet aba! and above the es 

froin. the yvern cat se the tower and the cleat 

Ses around The wyver always watching ior 

‘he harps. in cae the later ty to leave, Tho 
cps he 











“The wyvern ai conte of cave in the hil 
aie ts teasre incon: 6735p, 84 Rp # Potion 





dia ‘i an arrows of dmg 
levee. ak of eoenkind, and 
Stair of boots ofthe north 


Wier AC 3; MV 6, F124 (El; MDD 747; hp 42 
FHACD 13, #AT 2: Dmg 248/1-0) AL NIC SA, 
Poison MI. 1: XP 2000 


‘Sturnheim’s Gratitude 
W the PC 











rep any magical tems found. In addition, the PC 
sear any ol fsa far a mah. Any good 
Services purchaned inthe vlage will have 425 
Tf Valdars role in this alfair was exposed. the 


szatctl villages wil noeninatethe PC fr the pos 





a 





The Brigands of the Hills 

The brigands camp siden in the hil orth of 
the Foran Road. The crnsnae abe extra pea 
{ons ttaught to them by Valdar) to cover their 
track, penalizing any Tracking tempt with 2 ~& 

‘A sein of five smar wooden ht larger 
wooden cabin, anda ental ie pit make up the 
Ballo the camp The five bats ae ores fo the 
regular brands, while the caben bowser Nakiar 
{shen he vate, ax wall as Corinna Adootaly 
Valdars tse second i-command 

‘A cave on a nearby hl hs be altered into 
stable Tor the cght high-speed quay horses 
us ther sade and other ring equrpment 

‘One brigand always om guard duty atthe 
mouth of the cave sable, To pairs of brand 
palrol the camp oer perimeter The bande pa 
frolim shite of eight hours. 

Tach of the five hus contains 444320 9p at 
tle, a small brarer several posods of teal 
hod lantern ight fs o and fine and 
steel There are othe of cache the along 
beara, napearks blanket, walerakin. and che 
The huts have makeshit doors wih poor quality 
locks (24 to Open Doors rath. +13 to" Oper 
Locks rol on them, though the beards wsualy 
hat bor the doors onthe ise, 

The cabin has normal lok on no bonuses 
penalties), and can also be barred in the nae 
The interior jt one large room. with hooks to 
sel up privacy curtain # peed. Furnbings and 
‘suipment include, two beds, table and wo 
‘hair a lieplace with plenty of firewood 
lantern. sic asks of i, and several changes 
tlothes (cloaks, boots, shirts pant). 

The masonry of the Fireplace containg 4 oose 
stone. which Coal» lary hole thar hold the 
Camps treasury. tieprool bathe ag contains 250 
9, 30,50 ogates 0 gp rl are of protein 
fram undead ad» tion of eae ding 

‘Unbeknownwt to" Vala Corinna has estab 
lished her own secret hiding place. under 4 oe 
tbourd next to herbed in thi space are 34 gp. 67 
sp. 12 pp. Potion of gancous form, a pote of 
Healing an ony dog figurine ofsomdrous porcer 
(che bunaware that magical), and ater from 
Valdar. The letter addrested to Corinna says that 
he suspects thatthe towns treasure eo the ls 
































somewhere, and asks hero ea the brigands on 4 
Search for Valdar promises that the mia wil 
‘ever arses the brgande. and that he wal person: 
{iy ae that shey can cmt over the tochae sae 
iy. The eter dated two years apo. 
aldar told Corinna to destroy the lete, but she 
thas hep tax an opportunity to lackiallhin in 
the future, d need be 
the brigand> managed to make it back from 
Sturaheien with the stone vword, twill be in the 
eplace rem. 
‘Corinna i a moderately attractive hall-elven 
namin her late 20s, She tea calculating, devi 
‘con yet unlinchingly brave adventurer. Corina 
TH Corinna i interrogated, she wil reveal 
1 Vaidir ie secretly her accompic, and he has the 
tripands loki forthe lot caravans treasure 
‘= The brigands recently found hikely ste ofthe 
treasare the entry tthe tower area) and 
layed the information to Valdar, Who knows 
where the bry 
The hey tthe stone sword 
Valdar mabes sre thatthe militia i nt patrol 
ling the places whee the brigands happen to be 
«A group of centaurs im the south woods have 
‘Cad the Brigade much ge! 

















‘eigands (18% AC 5) MV 12: Fa: hp 5; THACO 20 
PAT 1: Dg by weapon, ALINE. SAT, 40% 
HS 40%, 5S 30%: MLT. XP 50, 

Weapon Proticiencis: Punch specail 
it light cronbow, short sword 


on, da 








equipments Stodded leather armor, lh crotsbow 
‘ind 24 quarres, short sword, lub, dopa, 
pone wide ep 






3 MV 12; Fi: hy 21 
"TAT 1; Dg by weapon: AL NE 
Str 1s, Dex 16, Con 12 Int 11, Win 15. Cha 14 
ML Te: XP1 500. 


Weapon Proficiensies: Punching. specialization 
Tigh cronbon, bastard sword. dagger. 

Noneapon prfiiencies: dietion sense 16 ie 
‘boiding 14. ring and-hased 18, ranaing 
tracking 1, 

Equipment: studded leather armor +2 bastard 





3 








sword $1/43 vs lycanhropes and shape 
Changers light erombow #2, 20 bots +2. dog 
per pure 0/30 9 





Fangflight 
Tana!ight the manticore i uly even a tar as 
ors are concerned, Thin coupled wth his 

fuage. tnd longing forthe good od day of lent 
fil tage. make for 3 tray hing 
and downright digsting opponent 

"Aca high up the 

his str Fang weary leather co 
ona of the al 

Fargligh doe not atack an opponent imme 
ately. ul rather engages in abun laden dialogs 
‘ah the intruder, Cuinting om 2 demaed or 
Thre good remone why the manticore shosidn 
tur ive the BC a dow, mes, pained death 
Felt (1,000 + ep bib, 2 mail tem. 
‘r more betes st liqor are thee Rood feanonn, 

I somehow the PC manages to oar ne 





























tion out of Fanglight, he gets the following: the 
fate ofthe caravan, the locaton ofthe tower. and 
the fat that there isa re dragon living there 





Fangight: AC 4, MV 12. FUSED HD 643: hp 
Me AHACO 13. HAT 3: Dmg F-3/1-3/18 AL 
LE: SA Tal pikes 6 dong: ML 14: XP 1.400 





Treawure! $40 4p. plate armor of rage #1, stone of 
good lack, Lely of comprehonsting langanges 
{actualy looks lke a yptoon, and that what 





Fanglight uses foe 


The Great Misunderstanding 

Miranda the bebalet often needs the sre plants 
and rots that groin the sylvan mds south 
Sturnheim. She sometimes hires villages to collect 
the plant, but thanks to Valdars rumor monger 
ing. most ae afraid to ele the woods anymore 
isan every interested hiring 4 PC (le will 
pay him in potions and services! to caller se 
‘ite plants ow the center ofthe woods 

’A fre of cntaurs els near where he plants 
grow. Thecontnrs have Bad Clabes wath Waar 
Brigands and they ae conwinced that the vil 
lage sel that bear them il 

"fu, the centaur have been preparing foe wat 


aeainst the village. The curent tribe consists of 12 
Sit males 24 adult females and 10 foals, The 
Centaurs community consists of 13 hus, 2 central 
arth cooking fre, a well and an area set aide 
for the growing of rare pants and herbs This area 
1 the plant that Miranda seks 

‘Serroundieg the lair a cleverly camouflaged 
sell of thors and thats. Anyone who uni 
ingly ctomes thn barrier must save vs, breath 
tmenpon or take 248 points of damage from the 
Thorm: A succendul save reals in hall damage. A 











TRC wha cam Find/ Remove Traps, ar has the Set 
Snarex Survival or Tracking prodicienciey i a 
Towed chek to see fe notices the brambles be 


the sve was made oF not, takes the 
Tovestricatehimel although he 

‘tl not have gotten through the wall the 
FC winhes to make his way forward throtgh the 
thorn mal, he amount of time fr doubled. andthe 
PC takes an addtional our point of damage with 
we aave sllowed 

The wall of thorns has two sake ar 
astern and westernmost po 
There always ene Centaur ua 

There ate always tro lsc centaury fot 
ig the woods, There a1 08 chance per turn for 
the PC to encounter a centaur pa the PC ele 
aught in te brambles «fai of Centaurs arrives 
io ide rounds 

Whatever th circumstances, rad the following 
when the PC arives within sight ofthe camp 




















7A great cular clearing sreiches out bel 
Jou The gram nealy tried, and al the 
Tres atthe ec te clearing have een cae 
fully pruned. Over a doven wooden huts dot the 
lanbtape wih 3 large cooking ares with a 
Stone wel the middle ol he clearing. One a 
tcl the camp appears to be» garden 

“The cccapant othe camp sre everywhere 
Pomertulockingceataurs dra water om the 
twa dil with spears or tend the garden, while | 
Young centaur foals play tag with each ther 
‘eat minor machi 

“A the centaur notice you, the activity halts | 
as centaur mareshurvedly gather thet young 
thor se and move towatd the bat, The male 











i 


‘entauts spears, bows, and clubs atthe ready 
Save at you with hostile suspicion and begin 
losing range. 


The che of the tribe isa young. powerful sta 
lion named Heeerhab He ban not been chit For 
verylong the previous chil dd of old age a week. 
Sino. Heeerhah i harsh, but far He warts was 
teat for the tribe, and curently humane 
threat 

Regards of how the centaurs met the PC 
Heeerhah will be cautious and very suspicions 
The PC most win hi trust, and Uhre ae several 
ways of doing this 








* The PC must make a distinction between hie 
sell and the brigands. Inthe century eyes. all 
humans ae alike 

# The PC must make a distinction between bri 
ands and villager, the current ceneaut set 
tment Is 1 go into Stutneim and font slaughter 

+ I1the PC has already eliminated the teat ofthe 
brgands, he mont furnish some sort of pro 

+ The PC may oller hic nervces to et to the heat 
ofthe matter. The centaur accept the offer and 
{ive im four sundown to sole the problem 

The PC can ak the centaure why they are 50 
howl te humane, allowing the chet the how 
ating his grievances in 3 manner sc laced 














The PC can find out the following from 
Hecerhah 


The centauts have clashed with ered men who 
‘come from Stornheien a night and either ake 
the Forsaken Road or hulk along the borders of 
the centaus forest 

‘These men head novth 
times they ede horses. taking 
ft spot hist outside ofthe village 

© Oneman. ho looks more powerful an ini 
‘dating than the rest. comes and goes often. I 
presed, the centaurs describe Valdae. 


Into the hills. Some 
to bide ther 











‘Some ofthe men even found the centaur’ trea 
fury and stole most of This was what fostered 
the conatraction ofthe thorn wal 








W the PC has come for Miranda's plants, the cen 
taursrefuse to part with them. and not even old 
will change their minds. The PC mast fight 
Neweha. tough centaur 10 arn the right to take 
the plants. The combat is nonlethal, and most 
Iaely a wil be wrestling match, Ifthe PC has 
etered 0 help the cenaurs. they will give Bin 
trhatever plans be reeds pos a cenaus compan 
Tae. namely Needha, whe willsay with the PC un. 
ti the problem i solved. 

1 the PC refs to deal withthe centaurs and 
wvnher to Took forthe plants growing wild inthe 
Torr oil check mut be made every hour vs 
ing ether Agriculture. Herbalism, or Survival. A 
‘SEcefel check mat the PC a tenth of what he 
mee 

“Chet Hewerhah has 4 medium shield, median 
lance 1, and a ongsicond +, The tribe has 
treasure worth mentioning, the brigards having, 
trade ol with (about 2.000 gp worth). 

‘Neceha i a bila 
tion. But na steady companion. He loves wre: 
Wie ad the has to fight the PC, he will use 
‘retin av an ping tactic (ace PHIBRA, p73), 

The centaur are equipped with spears, compos 
he lngbows. 30 shea! arrows and Chiba 

















‘Average Centaut (0h AC 5) MV 18; HD 4; hp 24, 
THACO 17. #AT 3, Dig 1-4/1-0/and weapon, 
AUNG: MI. 14: XP 173. 

Needha: av abe. plus Str 8, De 
©. Wis 9, Cha SM 16. 

Weapon Praficencies: fongbow lub, spear and 
wrestling specialization 

Nonmaapon Proficient: Manling 8, endurance 
iat snares 14 

Equipment: Composite longbow, cub, spear, 30, 
heal arrows, 50 fet of rope, 











(Ohiek Heeethahe AC 4: MV 18, HD 5: hp 35; 
"THACD 17. #AT 3, Dmg 1-6/1-6/and weapon 
ALNG. ML: X0 390. 















Daddy Knows Best— 
M 








ie 


the graveyard, DMs should fet free 4 fet loo 
twth the ton abwurd stores that's superstiio 
Inind could conceive 

the PC aks why the graveyard iso far away 
the reply i thatthe town founders were worried 
bout undead, not that anyone han ever seen any 
‘or had contirmed reports about them 








The North Forest 

UUnike the sylvan woods to the south, the North 
Foret isa thick chaotic growth of tres and un 
‘der The poy slow here. despae a dimly 
percepible rail that leads tothe graveyard. There 
are several points of interest inthe forest, which 
re outlined folowing 

















‘A) Wnoo00 Goes There? 


‘As you negotiate your way through the dense 
‘woods, a mourntul hooting comes Irom ahead, 
toryour right 





W the PC « 
tion to the player 





nes in, continue reading the desrigy 





‘An owl lays on the ground, with is lt wing 





shaft wicks out From under the lft wing. The 
bird looks at yuan hoot again 


Seretha will ecimmend thatthe poe beast be 
‘put out of ta misery the PC tres inaead Yo belp 
the bie les up ito the ar snd the broker a 
tow shaft falls 0 the wround, This actually = 
tune; the ofl was testing the PCs nature 





Pat me out of my mivery, indeed! Giving up 
hope abit too quickly are wet” the om aks te 
Droachflly In perfectly articulated Common 
‘Sul, Lapprecate your desire to hep. hind war 
ioe taller than ast giving up. What do ye 
Seek. here where: no humans have tread 











‘The owls name is Ooohooroe. but wile» by 
the name Mousebane i the former t to diac 





to sy, Mosnebane is talking ow of reat wis 
(dom and shes crrently looking for a lucky band 
of humans to yin the benefit of her great wieder, 

‘Sereetha wil do her bent to convince the PC that 
the bird not worth having around. She wil even 
tmake hints that“ is hard to share thoughts of & 
{ersonal natre Where isa thind party present” 
Thanks to Sereethas “mercy, killing” remark, 
Mousebane o already soured toward het 

‘Mownebane knw thal am clear prowl it 
these woods, and that a graveyard hes north of 
here, thouph the place & partaly sunken into 
srramg. The swamp, located west of the grave 
ard. has slows been encroaching eastward and 
Mousebane wil pve a eture on wetlands andthe 
tconyatem, whether aked to or not 

Mowschane 2 female oul. She speaks Com 
son, bach dragon, centaur el halling. and Dr 
hc Mownebane always ts ten words 10 say 
oonething which normal Yolk would exprew in 
tear She heceptionally intelipent, and enjoy 
talking Il auked politely ae wil accompany the 
re 

















Mosebame. the Taking Owk AC 3: MV 1. F 
Bech, HD 2+3, hyp 12) THACO 1, #AT 
Ding 1-4/1-4/7-2; ALLG: SA Swoop; SD Nev 
cer Surpried, MIR 20%; MLS, AP 979, 








The ai is filled with a buzzing aise, puncte 
ated by 2 few smultes and growls, The noise 
ome rom a pont bead 


U the PC closes i, connor reading the follow 
ng tothe player 


‘A ge black bear lane agains « ge oak, is 
paws waving at a large opening in the tree 
trunk. A coud of bees hovers abot the hae, 
from which a golden liquid oozes. The beat 
turns and Tooks at you, wats the ai, and re 
tre to hi ask 








1 the PC hep the bear pet the gud, which is 
honey, the beat wil follow the PC into any situa 
tion that dos not lnvlve undead (at the grave 





rr] 








1 would wat patiently at the edge of 
Twholesome ground). Should the PC abuse the 
Fear it wil sar and amble off the PC attacks 
thebear outright It wil defend set 

The bear wil follow a ranger PC whether oe not 
the warrior helps the bear pet the honey. The bear 
Knows rangers and knows that they make post 

rmpanione a ca find fou enya wont 
fo near undead, however 

ieiping the bear Bet the honey involves dealing 
witha swarm of angry bers. Anyone attempting 1 
fet to the honey ratung For 2 number of hit pont, 
‘jal 1 hs armor clans divided by two, rounded 
Sp Se a ir wil rive he brs sh 

‘Should the bear and the owl both join the party 
Sereetha, her temper showing sgne ef eat. wl 
‘mutter how things have turned ita a menagerte 




















Black Bear AC 7) MV 12: HDD 3463; hp 26 
THACO 17, BAT Y-W/1<h 14, SA Hg: ALN 
MLO x0" 175, 





© Ons, Bears, Owlbes 





Off to your Kt a yrowp of old ewe trenks 
They are bare of any leaves. but they appeat 
have ben placed tetber to form a 6 

TOA lew bones lay scattered 
seems lobe an opening. and an odor 
Tish watts over to you 












This the den of theo 





eat and wil cesta 
ly smell the PC and come out charging. The PC 
Will otie tracks ofa very large beast Tracking 
Toll made. If Mosebane i wth the grap ant 
the tear has been encountered, the 0 














This s eminently logical. Fist you meet a 
‘then you meet bese, now you meet a2 
foutbear Very logical very logical Indeed. 
Dad't surprise me: not a bit! I could see this 
coming a tlle aay! You had beter do some 
thing since the chap looks rather hungry. Mind 
Itsbuig. ean embrace you dont want to have! 
Just as dangerous as hers”. Mouschane loks at 
Seretha, who frowns a the om 

















Mowsebane dors not have a clue ast Seretha 
tear narre: Her lat remark was simply a sarcastic 
atthe woman 

Tin owibear has some booty buried beneath one 
cf sn ples of bones. The teanute includes wold 
bracee (800 gp) an opal (300 jp). tue 
dad ath level diet, scroll ol protection vs. 
dead, ad dagger * 








‘Owbear, AC; MV 12: ND'542; hp 22; THACO 
1S #AT 3: Deng 1-6/1-6/1-12; AL N: SA ii 
2: XP 420 


The Graveyard 
Stermberms faders 
dead Seid that th 
the village. The p 











nt of fear of posible u 
retry should be far tom 
Lind Ashe yours wens by the swamp oprend ean 
sword the mentere keching ita the raveyard 
Se The swampland hay claimed a 
200 yards lrg and 100 yards wide, theft 
total area. The Alcor rypt 
‘All movement halved inthis marshy area, and 
he DM toast make an encounter check every 
round on Ide, with 41-2 indicating a en 





that eon bul clove 











The come 





























Rall 148 the Following ab 

2 Tech ataches all the PC 

3 PC falls neck deep int 2 sinkhole. 
S0% chance of lonng an item 








+ ellow musk creeper and zombie 

7 Swirting mist resembles a human shape, then 
Suaprear 

8 Uphool 


Giant Leeche AC 9: MV 3. Sw 3: HD 1; bp 8 
THACD 19: #AT 1; Deng 18; ALN: SA Drain 
load: MLZ XP es 

Yellow Musk Creeper: AC7: MV, HD 3: THACO 
17, HAT 212. Ding Special; SA Gas: SD Inv 
mane to mind afecing spell: ML 20: XP 650, 

‘Yellow Mash Zombie: AC 16, MV 6 HD 2: Wp 15 











is 


THACO 19; #AT 1; Ding 1:8, SD Immune to 
smind-allecting spells: M20: XP 125, 

Rats: AC 7, MV 13, HD the. THACO 20; #AT I 
‘Dig 1 SA Dense: ALN. MIL. XD 7 

Giant Rats: AC7, MV 12, Sw 6: HD 2 hp. THACO 
20. FAT 1; Dig 1) SA Disemes ALNE, ML 
xPis 








The woods that you have been traveling 
through tal away abruptly as the proud spe 
fradually downward and becomes progres 
Hy moister, The air heavy wth © deep mit 
‘Which cares the fetid dor of verampland 

Your detination the graveyard. seth 
the ortheast and northwest A great ion Fence 
‘locks casual entry and a huge granite arch 
‘way. ited with agate seems tobe the only way 
Ine "The pate and fence are overgrown im places 
with clinging green vines and mo 

Numerous headwones, obelishe, and crypt 
(poke out ofthe mist ike tiny inch a 
fog, Point flight ficker through the mist. 

Tithe wevt,& Vas sivamp ented a ar 
theeye can se 




















‘Seretths explain tht the lights ae grave cam 
‘es that magically cst lights hat mark a grave of 
‘pecal reverence. Mowsebane will announce that 
‘he does not lke this place, and asks that 
turn back iaumedately Of course. Seretha wil 
Fulde the party straight to her lather ype 
There ane feature of the cemetery that of 
possible beelt tothe PC: a granite chapel which 
Sands inthe center of the cemetery. Tha peri 
“hapel has been consecrated to pood deities and 
hana protection rom ell and protection fron ar 
stead cas opon &. Mownebane knows of tis place 
Sind wil mention to the PC 











|A) Ghouls of my Dreams 


‘As you pass » particularly chaotic jumble o 
tombstones, the growed intron of them eps, 
tnd three horendous screching. humancids 
Tunge at you. their stringy prey has tang 
cemetery de The gruesome dao approaches 
‘pening mouths tiled with yellow fangs. anc 
Tit claw cake with mad and viscera 








W the PC can turn undead, add one ghoul 


(Ghote (2h AC 6; MV 9: HD 2; hp 10, THACD 19; 
WAT 3: Ding 13/1314; 5A Paralyzation, SO 
Immune to seep and charm spel, AL CE, Ml 

TA XP 175, The ghouls have no treasure, 





1B Sport Warming 


The mist ahead to your right swirls and takes 
the form of human woman dressed in phan 
tom armor. She looks at you and shakes her 
teu posting back nthe dvetion ofthe wae 
She looks at you again pints to Seretha, and 
shakes her head frantically holding her hance 
op and 

im om ber fae 
the ground i foot ot and 
fr A hand grabs your arm 













on pnts 
ions you cow 





Seveetha har sete the PCs arm and ie staring 
the apparition. a Tach of anger on her face I 
tad che wil say thatthe apecer tan evil pet 
that hares eworyvictin toa pot of quckas 
Serre wil do everything she canto haep the PC 

infact the apparition the sp 
ahi adveoturers who searched 
‘an 40 years apo. This woman, Carella, was one of 
{he adventurers who let the village in dngrace 

Ta the coure of he raves, Carella met wiae 
named Renaip Alcor. The two adventure to 
fetes tellin Love, and were wed. The happy cou 
Fle ad's chld,Serectha, who i with the PC 

Ten years ago, Carell and Renatip, phir thelr 
wisardinctraining 14-year-old daughter, were 
traveling nea Sturnfcion wen they were attacked 
bby a vampire and is werewoll companion, The 
srerewoil balled Carla and injured Seretha be 
{ore bang billed by Renatp, The vampire and Ren 
stip fought cach other to a amutual demise 
Grtestrchen, Seretha buried them th inthe 
ftaveyard, unaware that her father was a vampire 

Telore Seretha entered Sturn, abe dicov 
zed that she had been tlected with Iycanthropy 
‘Sed that her whole persnaity had changed tit 
the ew development Acting on a hunch se re 
termed to the graveyard in tine to sce her father 
fe again ab an undead, Rensip had nothing, But 



































7) 











contempt for Sturneimn and its 
inte wile, so father and daughter worked out ay 
fe where she would go to Sturahelm and being 
Him fresh meat every 20 oten 

"The whos of Carella is bound by Renstips 
power not #0 speak atl he iy destroyed, so 
fmt try to drive off potential icine with hand 
festures_ At er fet, Burled under a tot 
fer old longsword, now very rusty. fis #7 +3 
=. Lycandhropes and shapechanges, (DM Note: 
It the PC already has one ofthese swords, sat 
{ute t with a silver Tongeword #1 

i Ronstip ie hlled. Carella can speak. She 
her story a well a gives an account of the ight 
aint the ed dragon 
'Sharp-eyed PCs who ak about the ghosts facial 

tures may notice that se resembles Serta 
‘Sereetha wll not attack the sprit, but a PC 
slancing athe face will te thatthe petty woman 
ava look of barely Contre fury. She will refuse 
toanwer ay quedions about the wire 
that tac 
het from sein he athe. 






































©) Daddys Home 


Looming before you fs a marble mausoleum of 
seat sive and desig. Carved above the Fost 
Irom door athe name Palmore. Seatered about 
the ground in front and sas of the tomb are 
‘many human sbulls and bones. “This my fo 
thers tomb Sereetha says her head bowed 
teverence."I would be honored # you waled lt 
with me 








The name on mausoleum fs diferes from the 
surname of the deceawd because. after eoerning 
{rom the round. Rentip ast moved int the nea. 
‘st decent looking mausoleum 

‘Seattered about the ground infront and ides of 
the tomb are many human skulle and bores ll 
that let of Sereethas pre 

it the PC agrersto accompany Serta ito the 
smausaleum continue by reading the tl 
the player 











The door opens 
walks in and requests th 








‘Should the PC refuse to accompany Serecths 
she will ener and fetch her father Ii daylight, 
She vista in the tomb, scream, and hide, hoping 
tour the PC into the tomb, Read the folowing to 
the player (altering the desenption accordingly i 
the BC does nt enter the tomb 


Your footsteps echo on the marble floor as you 
imake your way to the far end othe crypt A 
food squeal, tke moving Winges, screches 
throughout the chamber Ahead. a cdfin bes 











Fight ching trom the hooded head “Alh di 
ter screed! he remarks, sliding toward you 


the PC traveled here without henchmen of 
hireings, bind DMs may with to allow the PC a 
free action. So confide the ater and daughiee 
team that their approach lackadaisical at best. 
Temi, former Sth evel mage Ie without hit 
spell books than be relies on his vamp abilities, 
“Sereetha wil attempt to pet bchind the PC, then 
form iis a erewell 
Tucked behind hin coffin ty Reratps treasure 
teins rom vt things Hook pees fr the 
PC, DAs may allow the poe victim to wpa tem 
Ing out toen behind the colt, 























Rensip Alors, amples; AC 1; MV 12. F18C) 
HD +3 bp as. THACO 13, AAT 1; Dang 1-10; 





SA Energy Drain: SO 41 or better weapon 
hit: ALCE: ML 16; XP 3,000, 
Theawote: rt of fre action, wand of mate detec 





iow, tinged hoot ying speed 2), ver dag 
7 gp. 210 pp, sx blood 








The Swamp 


The swampland has 3 chiling mint that clings to 
Jou. mint made up a doubt of svamp fumes 
Tad ther things tex left onspoken. The mists 
becere your visio. The soll ie extremely | 
‘mont, and many sections are submerged unde 








Oo 








The plant le inthe swamp consists of many 
hanging vines and deooping willow tees, wath 2 
arty of unhealthy booking shrubs doting the 
landscape. The aie i Filed wah noise: toad 
croshing. Insects bucting, and the occational 
Splash oF bubbling, organ uncertain 








This putrid area constantly releases swamp eas 





Sexkden and infested with vermin 


‘A Stoned Dragon 


[The mists part ahead of 
winged beat, rag 
‘ful legs one of its 
ack, The creatures jaws are wide open in 
fanticipation of an easy meal. remaine abo 
ty tk 











W the PC approaches, continue rading 


‘Upon closer examination, you reali Uh the 
bret na stone stata 3 tragon. There 
prdestl. no carvings. us an iereibly Meike 











This state actually a huge Black dragon that 
the receiving end of «beholder 






hoe has imps bac 
ihe PC makes a Trachig proficiency check, he 


Tos arto de, leaving 3 


Finds that the dragon's tracks Come tron the north 
‘west the ral of debbling chor and am eyebull on 
1 Small stalk It the Tracking check was made by 
Tour or more, the PC can tel thatthe kor fs rom 
Four tos hours old 











3B) Trolling for Beholders 

It the PC makes additional Tracking checks. he 
wll notice that two sets of large hursanoad foot 
Prins meet the chor tal. and fellow i The ich 
Fras twe miles lon. with the trl eck ining 
tupat the hallway pos 

















The trail ends ts large tee which has a massive 
amount ol branches clamped tether lke a gant 
fot. An 8 foot wide opening in the mam of 
ranches sits 25 fe off the ground. Chomping and 
Tarpon mosses come trom the hele 
The tral par cornered the beholder in it at, 
and are now feasting om the beast. They are 100 
irony eating to notice the PC shoul he decide to 
limb up the tee to take a better look. The PC 
ie apaint the snacking trolls Real he 
ing the PC climbs up tothe hole: 























“* 





1A potrid amell washes over you as you climb 
theteee, When you feria the hale, you cea 
ity about 3 in damete, the 

petrtid tv branches 
‘What hobs lke a deflated ball with several 
yes rowing oo stalbs sits on the Moor ofthe 
tmany of ts eye stall have been ripped 
(out A huge central eye fs shut and the beat 
Haddled on each side ofthe isha 
re two preerrahinne humanoide with Yong 
trou huge clgws, und stringy black hai. They 
re eating the beast, thelr Backs turn Yo you, 











sphere 














the FC does not betray his presence, he can 
sally get away. Whe makes a woke the tall spn 
Sound and say; “Go way! Dis i our fod, We 
tracked it air square Find yer own fool 

The trolls wll not purse the PC Imeediately 
though theres # 38% chance tha the pale wil a 
tempt to follow the PC an afrther meal 1 they do 
sor they wall be 15 minutes behind the PC. W the 
FC inalone. make one of the trolls badly injured, 
toed unable bo act whe regenerates 

"One of the trlls carries fithy burlap bag, 
shiek contame the paire treasure tour bool 
tye salha two dead lcarde and a prety rock. 
‘Gre iar ha a pol ingot (00 pp shoved no it 
gale the otber has afar (500 kp) and a ring of 
Fre action mt pallet 

The behsiders treasure, which the trols have 
not found yet consists of 24 electrum trade bare 
SO gp ea) word of ‘outlets of 
grepoeer.amenial of putant sill at anne, and 
Strouse ©2, All of ths booty ress ona curved 
seta tray, wich i actually #2 shi 
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Fighter’s Challenge 


by JOWN Terra 


Decades ago, Sturnheim was a thriving trade town on a major caravan 
route. But then, disaster struck when a gold-laden caravan disappeared 
without a trace. Financially ruined, the town slipped into decline, and 
now lies almost forgotten on a route that is seldom traveled anymore. 


Fighter's Challenge \s a new type of ADVANCED DUNGEONS & 
DRAGONS® adventure. It is designed especially for a Dungeon Master and 
‘one player—perfect for very small playing groups. for those times when 
the whole group can't get together. or for the player who wants his char- 
acter to earn some extra experience. This adventure will provide hours of 
excitement for the DM and any warrior or multi-class fighter character of 
levels 2 to 4. 


You can unravel 2 40-year-old mystery and restore the honor of 
sturnhelm Hf you have the gutsl 


TSR Lt 
120 Church End 
Cherry Hinton 
Cambridge CB1 348 
United Kingdom 
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